Weird Tools 


To stgrt the story, one plgyer will be the teller gnd the rest of you will mgke 
chgrgcters gs described Igter. 

In telling the story, dice rolls resolve the outcome when your chgrgcter goes 
up ggginst gn opponent or gn obstgcle described by the teller. Egch 5 or 6 
counts gs g success, if your chgrgcter hgs g tool relevgnt to the situgtion, 
usuglly roll 2d6. ifthe chgrgcter is competent in using the tool, or hgs 
gnother gdvgntgge, roll 3d6; but ifthe chgrgcter is gt g disgdvgntgge, or the 
tool is impgired, roll 1d6 less for egch condition C1d6 minimum), ifthe 
chgrgcter hgs mgstered the tool, egch time you roll g 6 roll gnother die. 

Count successes for egch roll. 

• No success Cg fgilure) megns g setbgck for your chgrgcter. 

• One success megns g setbgck gnd gn gdvgncement for your chgrgcter. 

• Two successes megn gn gdvgncement for your chgrgcter without g 
setbgck. 

• More thgn two successes megn thgt your chgrgcter overcomes the 
situgtion. 

When your chgrgcter receives g setbgck, you roll their Spleen. On g fgilure, 
you or the teller describe how the tool they were using is impgired- 
Sometimes impgired tools must be repgired or hegled; sometimes they gre 
recovered gs soon gsthe situgtion is resolved- if gn impgired tool gets 
impgired g second time, or if your chgrgcter hgs three impgired tools, you or 
the teller describe bow your chgrgcter fgils gt the tgsk they gttempted- 

An gdvgncement grgnts your chgrgcter gn gdvgntgge for the next gttempt to 
bgndle the situgtion. You or the teller describe bow this bgppens. 

Successes gccumulgte from roll to roll. l/pon gccumulgting three successes, 
you or the teller describe your cbgrgcter's victory. 

Egch chgrgcter stgrts gs competent with three tools. Once g chgrgcter hgs five 
successes using g new tool, they become competent. Once g chgrgcter hgs 
seven successes using g tool with which they glregdy were competent, they 
mgster the tool. 


Some exemplgry tools Cgdd others thgt gre interesting): 

• The Hegd - use regsoning gnd logic to figure out puzzles. 

• The Hgnd - do dexterous tgsks. 

• The Fist - inflict injury with bgnds gnd feet. 

• The Foot - move undetected- 

• The Legs - move guickly. 

• The Spleen - endure injuries gnd bgrdsbips. 

• The Bgck - exert your strength in stegdy Igbor. 

• The Hegrt - tend to others' emotiongl gnd spiritugl needs. 

• The Tongue - persugde others of your truth. 

• The Egr - begr the truth of whgt gnother sgys. 

• The Eye - see whgt others miss. 

• The Pot - mgke delicious food. 

• The Mortgr gnd Pestle - use common herbs to benefit or bgne. 

• The Bgndgge gnd Splint - tend to injuries. 

• The Sword or Spegr or Ax or Stgff- inflict injury with wegpons. 

• The Shield - deflect injury by wegpons. 

• The Sling or Bow - inflict injury gt g distgnce. 

• The Song or Hgrp or Flute - give others plegsure through music. 

• The Horn or Drum - rglly gnd inspire followers. 

• The Scythe or Sngre or Net or Vine - ggtber food. 

• The Cup or Flgsk - enjoy g good time. 

• The Coin or Bgsket - conduct business. 

• The Hgmmer or Brush - mgke useful or begutiful things. 

The tools cgn be pbysicgl or metgpboricgl. Some cgnnot be used if others gre 
impgired- For exgmple, the Hgnd gnd Bgck gre importgnt for using mgny 
other tools. 

To mgke g rgndom chgrgcter, strike g few tools from the list gbove gnd roll 
rgndomly on the remginder. if you roll the sgme tool twice, roll gggin, pick 
gnother option, or count it gs mgstering the tool. Then roll for rgndom 
stgrting gssets. 
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Weird Tools 


For an exemplary Ancient Greek setting, every character starts with some 
basic assets and their competent tools. Then roll 246 three times on the table 
below. Pick a column each time, if you get the same thing, you may roll 
again or have duplicate assets. Some assets imply other things not on the 
table. But if it's on the table, it doesn't automatically come with anything else 


on the table. E.g., children do not imply a spouse and a garden does not 
imply a cottage. 


Breastplate 

Cottage of your own 

Powerful enemy 

Bow 

Medicinal herb garden 

143 cows 

Pagger 

Scroll of knowledge 

Workshop of you fr¬ 
own 

Leather coat 

Animal companion 

Craft tools 

Shield 

Boots 

Lamp with oil 

Spear or ax 

Cloak 

246 chickens 

Helmet 

Simple jewelry 

Rope 

Sling 

Spouse 

Fishing net or sickle 

Greaves 

143 children 

146 goats 

Sword 

Writing tools 

Olive grove 

Full armor 

Amulet 

Powerful friend 


Basic assets: humble clothes, sandals, a hat, a belt, a walking staff, a dagger or 
hatchet, a backpack (containing a blanket, a wooden cup, seven days of barley 
cakes and cheese, and tinder and flint). 

Opponents are uncommon in the exemplary setting, where most people want 
to get along with the characters and with each other. However, the story will 
bring conflict to the characters - and they also may seek it. Opponents will 
confrontthe characters in combat and in verbal disputes. In combat, a 
character may gain advantage by wearing better armor or by using tactics that 
make their tool more useful than the opponent's tool. In a verbal dispute, a 
character may gain advantage by invoking custom, deities, or powerful allies. 


Obstacles are common. The natural world is not friendly and presents many 
challenges to survival. The ruins of the ancients have intentional traps and 
unintended dangers. When confronting an obstacle, a character may gain 
advantage from the player's understanding of the obstacle and the player's 
plan to overcome it. 

Key parameters for an opponent include their personality and their tools. 
Obstacles also are simple: what tools are needed to overcome them. Often 
obstacles can be resolved by your character implementing a plan you come 
up with. 

Some exemplary opponents and obstacles: 

• A lycanthrope (wolf-skin wearing vagabond) - the Eye, the Foot, 
the Spear. A leather coat, a spear, a sling, a dog, a cloak, a powerful 
enemy. 

• A champion (king's hero) - the Legs, the Back, the Spleen, the 
Sword, the Spear. Full armor, a sword, a spear, a shield, a spouse, an 
olive grove, a powerful friend- 

• A lion - the Claws (mastered), the Fangs, the Legs, the Eye 
(mastered), the Ear, the Foot (mastered), the Spleen. A lion skin. 

• A siren - the Song, the Arms, the Hair, the Eyes, the Mouth. The 
Heart and Ear are threatened with enthrallment. 

• A pivoting step trap - the Foot, the Leg, or the Head- 

Weather is an obstacle. The exemplary setting is Warm and Pry. It may get 
Hot (roll a success on 146) but goes back to Warm (roll a success on 146). It 
may Rain (roll two successes on 146 in the dry season, or two successes on 
246 in the wet season) but goes back to Pry (roll a success on 246). Check 
daily. To overcome the weather, roll Spleen after any night spent unsheltered 
in the Rain or after any day spent in the Heat. Failure means your character's 
Spleen is impaired until they get some warm dry rest. 

Travel is an obstacle. Roads are rare and rough. To sustain a long day's 
walking, roll Legs. Failure means your character does not reach their intended 
destination. To make a good shelter, roll Hammer. Failure means your 
character gets frustrated and loses focus for the night. 
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